GOING TO BATTLE 


To begin a game, insert your game diskette into drive 1, turn 
on your Apple, and when the mock battle starts, press the 
space bar, then select your battle map. 


A new game now begins, with each opponent at his own 
home base. There is no forward motion, but the hovercraft 
may be rotating. The rotation can be stopped by centering 
-your paddle. 


Without your goggles, adjust your color as follows: Turn the 
color down to the point where the colored objects turn grey. 
Then turn the brightness control down until the ships dis- 
appear. Finally, put your goggles on and turn the color back 
up just to the point where you can see only your own 
console. The tint and contrast may be adjusted to eliminate 
any trace of your opponent. Now swap goggles to be sure! By 
making the proper adjustment, you will make the game much 
more fun and exciting to play. 


_ Now you are ready to get under way. Press one of your 
start/stop keys and steer your way out onto the open sea. 
You may hide or go seek. But as you move around the 
islands, be prepared. At any moment your nemisis may pop 
into view and begin shooting at you. 


When you get hit once, you will only get partially damaged. 
When damaged, look at your indicators. They will tell you if 
your fuel tank was nicked (causing a fourfold increase in the 
consumption rate), or that your cannon was disabled (no 
ammo left). At that point, run for home and get refueled and 
refitted. The next hit will sink you. 


Ramming into your opponent will sink both ships. 


Happy hunting andremember, your objectiveistobethelast _ 


fleet afloat. Good luck! 
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COLORBLIND 


Your Hovercraft await you at your homebase island. The 
mission? To seek out and destroy your enemy! How? By 
getting under way, cruising the straits of The Cluster Islands, 
and, upon coming into visual contact with your opponent, 
blast him out of the water! 


This new, exciting game employs a concept never before 
used in the home computer industry. The color goggles that 
come with this game allow two players to view one color 
screen and see only their own situations, until that critical 
moment when the two antagonists come within line of sight 
of each other. 


Then the chase is on! The aggressor chases his fleeing 
opponent firing all the while, attempting to damage or 
destroy him! 


The craft that runs is not defenseless either. He may drop an 
invisible mine as he makes his escape. And, by simply 
turning a corner, he will again disappear from his pursuer’s 
sight. 


When one player has destroyed all three of his enemy’s 
hovercraft fleet, he wins the battle! 


HOVERCRAFT OPERATION 


To operate these vessels, you and your opponent will needa 
48K APPLE II (Plus or Integer), a 3.3 disk drive, paddles, your 
goggles, and proximity to each side of the keyboard for 
special controls. 


Steering and firing are controlled by each game paddle. The 
paddle 1 player should sit on the left side of the keyboard 
and the paddle O player to the right. 


Stopping and starting the craft is accomplished by pressing 
keys A, S, Z, or X on the left, and keys L, +,., or /on the right. 
Any of these keys will cause their respective craft to start 
moving if stopped, and stop if already moving. Note that 
stopping your craft will not stop fuel consumption. 


Mines are released in each players color by keying a “1” for 
the left player, and a “O” for the right player. Only two mines 
are available to each side for the entire battle, so use them 
carefully. Beware. Your own mines can destroy you! 


Once in motion, your craft will steer in the direction of your 
cannon. Bumping an island will stop your vessel until you are 
pointing away from the obstruction. 


At the bottom of the game map is each player’s hovercraft 
console. There is afuel gauge (F), amine usage indicator (M), 
an ammo usage count (A), a fine aim gauge, and your 
remaining fleet. 


As you seek out your enemy, a close eye should be kept on 
the fuel gauge. When you get low on fuel, a flashing indicator 
warns you that it’s time to go back to base and refuel. 
Refueling is accomplished by touching the very bottom of 
your home base with the cannon. When you refuel, your 
ammunition will get replenished and any battle damage 
repaired. 


Should you run out of fuel, you will be rendered dead in the 
water and must defend yourself as best you can. 


If you run out of ammo, or are damaged but not destroyed, 
you had better high-tail it for home in order to get battle- 
worthy again. There is no limit to the number of refueling 
stops allowed. 


